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Introduction of Problem-solving Game Activity to Science and 
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Abstract 
Since digital technology developed rapidly, educational opportunities using analog things 
that can be directly seen and touched are decreasing. “Problem-solving game” is a game that 
asks participants to complete a series of tasks in a form of a quiz, puzzle or problem while 
actually looking or touching a thing in one enthralling story. Incorporating a problem-solving 
game into a lesson would become a powerful tool to get participants to participate in class more 
effectively. In order to prevent children from turning away from science and engineering 
subjects, a novel education method incorporating a problem-solving game activity was proposed 
and conducted. In this report, a tentative plan of the teaching practice and a result of the 
education method on my several education programs that incorporated a problem-solving game 
activity are described. 
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Fig. 1  Poster of the innovative experience 
learning event “Science of Friction & Puzzles: 

























Fig. 2  Poster of three innovative experience 
learning events “Innovative Experience Learning 
Program through Problem-solving Game”. 
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Fig. 3  Question and answer sheets and 
materials given to participants (Science of 
Friction & Puzzles: Can You Save the Earth?). 
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Fig. 4  Photographs during the event (Science of 
Friction & Puzzles: Can You Save the Earth?). 
 
 
Fig. 5  Group work surpassing generations 




Fig. 6  Group photo after the event (Science of 






























































Fig. 7  Example of the question and answer 
sheet (Academy of Quiz & Puzzle: Let's Make 
Microscope to Explore to Microscopic World!). 
 
 
Fig. 8  Climax scene of the event (Quiz & 
Puzzle Quest: Let's Make Rubber Helicopter to 
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Fig. 9  Questionnaire results on the innovative 
experience learning event after the event. 
“謎解き”活動の科学・工学教育への導入と指導展開の一試案（長谷） 
 
































































埼玉新聞，2014年 8月 7日． 
3) 長谷亜蘭：日本学術振興会 平成 26 年度と
きめき☆ひらめきサイエンス事業報告書
（2015）． 
4) Alan Hase：Innovative Experience Learning 
Event through Problem-solving Game “Science 
of Friction & Puzzles: Can You Save the Earth?”，





り新聞，2014年 9月 12日． 
7) 坂 啓典：からくりの素ペーパークラフト
ブック，集文社（2007）． 
8) 長谷亜蘭：“謎解き”を取り入れたトライボ
ロジー初学者教育の実践，第 13回埼玉工業
大学若手研究フォーラム論文集（2015）
pp.106-107． 
 
